KITSUNE 


SY hese tricksters are full humanoids whose 
lineage come from large, intelligent, multi- 
tailed foxes in the Feywilds. They have large 
fox ears, canine teeth, fine claws on their 
hands/feet and fox eyes. They have multiple 
tails depending on their age. Their 
builds/height are usually lithe like elves and 

many enjoy disguising themselves as such. Their nature is to 
trick, manipulate and deceive but dislike outright lies. They 
value loyalty to family and clan above all else. 

If a kitsune happens upon a traveler they will always be 
curious to see that person's spirit. Their tricks and deceptions 
can be harmless all the way to downright mean. All are meant 
to test the metal of a person. This behavior is not bias to 
other races. Kitsune will endlessly test one another. 

A kitsune parent will have their child try and figure things 
out for themselves. As such the race values self-worth and 
self-reliance. This does not mean they do not cooperate. One 
of the greatest lessons a kitsune will learn is when to ask for 
help. This lesson teaches the kitsune that their family and 
clan is one of their greatest strengths. 

Kitsune folklore tells of their ancestors creating the first 
illusion. It is taught that the first Archfey fox fell in love with a 
Seelie (or Unseelie depending on which subrace) princess 
and so created a magic to win her affection. Thus the race of 
kitsune were born. 

You can find their villages ranging from forests, mountains 
to deserts. They usually live far away from any large cities, 
hidden behind their illusions. The only other societies you 
see them walk around openly in are high or wood elvish 
society. Their intense fey nature is off putting to other mortal 
races. Usually they keep themselves disguised outside of their 
own kind. 

Their fox-like sensibilities give them preferences for 
building cozy burrows in hills and large trees. However, the 
village public buildings and shrines are above ground and are 
normal for their local culture. 


TAILS OF THE Fox 


Kitsune gain a tail every 75 years (plus or minus) after 
maturity, up to the number of nine. It is a momentous 
occasion and cause for celebration when a kitsune gains a 
tail It happens while the kitsune is asleep. One of their tails 
will split painlessly into two. This is accompanied by bursts of 
foxfire and random minor illusions peppering the area. These 
are normally used as party decorations the next day. They 
fade after 24 hours. 

Most kitsune die before their ninth tail through 
misadventure, despair or Sleep of the Fox; a choice an old 
kitsune can make to fall asleep in peace, contentment and 
pass away. Most eight tailed kitsune do this if they believe 
they cannot become a nine-tails. If they show their age at 
eight tails it is considered a sign they will never gain their last 
tail 

As they become older it is harder for them to mother or 
father a child. Most kitsune have their families at around five 
tails. To produce a child at seven or eight tails is unheard of. 
A nine-tails is completely infertile. 


If a kitsune is aged they do not become old and wizened 
but weaker by losing their fey essence. They can lose a tail 
this way. If a kitsune loses a tail or is weakened permanently 
then this will guarantee they cannot become a nine-tails. 
Because of this kitsune tails are considered quite the magical 
item. 

All kitsune fear one terrible event that can happen when 
they reach eight tails. If they despair and give into their feral 
nature, they can lose all sense of self and become a true fey 
fox in mind and body. This transformation is usually 
violent/painful and can rend a temporary tear to the Feywilds. 
These fey foxes are no longer humanoid and ruled by their 
instincts. Their number of tails usually decrease to between 
three and five. 

These fey foxes can regain their tails and intelligence if 
they survive a few centuries. Even if this happens the person 
they were before is lost. 
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KITSUNE TRAITS 


Your kitsune character has a number of traits in common 
with all other Kitsune. 

Ability Score Increase. Your Dexterity, Wisdom and 
Charisma scores each increase by 1. 

Age. Kitsune reach maturity around the age of 50 and up 
until then their appearance tends more childlike then 
adolescent. They usually freeze into a young visage and do 
not get older with age but simply more mature, ageless and 
fey. They don't die of infirmity but multiple things can happen 
to them at their maximum age of approximately 650. 

Alignment. Most kitsune don't side with the extremes of 
black and white. They are more chaotic gray. Some will be a 
trickster that has their target's well being at heart. Others will 
often cause mischief for their own enjoyment or malice. An 
evil and good aligned kitsune will protect each other from 
outsiders. 

Size. Medium 

Speed. 30 ft 

Darkvision. Your eyes have the thin slits and reflective 
nature of a foxes. You can see in dim light within 60 feet of 
you as if it were bright light, and in darkness as if it were dim 
light. You can't discern color in darkness, only shades of gray. 

Keen Senses. Large, ambidextrous ears sit upon your 
head. You have advantage on Wisdom (Perception) checks 
that rely on hearing. 

Illusion Sensitivity. Illusions are your lifeblood. You have 
played with them since you were a child. When you encounter 
one you recognize and see through them immediately. If you 
fail a Passive (Wisdom) Perception or Intelligence 
(Investigation) check against an illusion succeed it instead. 

Tail Casting. You can perform the somatic gestures for 
spells with your tails. If a spell requires a somatic component, 
the kitsune must have free use of their tails or at least one 
hand to perform the gestures. 

Guise of the Fox. One of a kitsune's favorite games is to 
fool someone into thinking they are someone else. You can 
cast the disguise self spell once per short rest. 

Foxfire. You know the produce flame cantrip. For you this 
counts as an illusion spell. The fire is blue in color and fey in 
nature. Charisma or Wisdom (whichever is higher) is your 
spellcasting ability for this spell If you gain any other fire 
spell with your class that fire is also blue and of a fey nature. 

Languages. You can speak, read and write Common and 
Sylvan. Kitsune usually have many dealings with fey 
creatures. More often than not they live in areas with only a 
thin veil between the Material Plane and the Feywilds, if not 
inside the Feywilds themselves. 


SORCEROUS ORIGIN 


ll kitsune can disguise themselves and cause 
mischief with illusions. A kitsune sorcerer takes 
this to a whole other level They can cast 
illusions with a flick of their tails and their 
foxfire is an instinctual part of their being. All 
kitsune sorcerers will become a nine-tails if they 
live long enough and are not permanently 
weakened or injured. 


KITSUNE BLOODLINE 


Your blood is so fey it is noticeable and disturbing even to 
other kitsune. The sorcerous powers within you are based on 
the kitsune's affinity for illusion and foxfire. Both of these 
racial traits are augmented through your arcane fey blood. 
More then likely one or both of your parents had the 
capability to become a nine-tails. 


GREATER ILLUSION SENSITIVITY 

Illusion is part of the kitsune's fey nature. When a kitsune 
sorcerer encounters an illusion they have not seen before 
they can easily see through it and usually reproduce it at a 
later time. You gain illusion spells at the sorcerer levels listed. 


ILLUSION SPELLS 
Sorcerer Level Spells 


Ist minor illusion, silent image 

3rd invisibility, mirror image 

5th phantom steed, major image 

7th greater invisibility, hallucinatory terrain 
9th mislead, seeming 


FOXFIRE INTENSIFIES 

At 1st level your racial foxfire is enhanced and replaced with 
the Greater Foxfire cantrip. The cantrip doesn't count against 
your number of cantrips known. This spell is now so 
instinctual to you it overrides any other form of fire damage 
you would cast. You cannot cast any other fire damage spells. 
If a spell uses multiple damage types including fire you may 
cast the spell fully with the non-fire damage type. 


ENHANCED TAIL CASTING 
Kitsune sorcerers can cast some spells completely with their 
tails instead of using verbal chanting. 

At 6th level, all illusion spells you cast are automatically 
under the subtle spell metamagic enhancement as these 
spells are cast by your tails. If your tails are not free you can't 
take advantage of this feature. 


GREATER FOXFIRE 
illusion cantrip 


Casting Time: 1 action 
Range: Self 

Components: Kitsune Fox-tail 
Duration: 1 hour 


A flickering, arcane flame appears in your hand or from 
your tail. The flame is non-damaging, blue and of a fey nature. 
The maximum size of the flame is a 6 ft square cube, 
increase it by 1 sq ft per sorcerer level. The flame sheds 
bright light in a 10-foot radius and dim light for an additional 
10 feet. You can double or halve the area of bright light and 
dim light cast by the flame. 

You can replace any open, non-magical flame (limited by 
the maximum volume of your flame) with your foxfire. If you 
remove your foxfire the real flame can be extinguished or stay 
alight by your choice. 

When this spell is cast you can move your foxfire to 
anywhere within this spells damaging range. You can use 
your bonus action on subsequent turns to move and animate 
this flame. 

You can animate the flame in the following way. You cause 
shapes—such as the form of a creature, an inanimate object, 
or a location—to appear within the flames and animate as 
you like. The color can change to any shade of blue. You can 
also use the sound of burning fire to roar, create fiery noises, 
and even communicate verbally. 

You can also attack with the flame. This does not end the 
spell When you cast this spell, or as an action on a later turn, 
you can hurl the flame at a creature within 60 feet (120 ft at 
6th lvl, 300 ft at 12th lvl, 1000 ft at 18th Ivl) of you. If you have 
shaped the flame the attack will simulate the form physically 
attacking your target. Make a ranged spell attack. On a hit, 
the target takes 1d10 fire damage. 

This spell's damage increases by 1d10 when you reach 5th 
level (2d10), 11th level (3d10), and 17th level (4d10). 

At 2nd level, you can split the flame into two separate 
magical fires and move them independently. The volume of 
flame remains the same. You gain one more flame at 6th, 
12th and 18th level This does not let you attack multiple 
times but you can now attack multiple targets and split the 
damage rounded down. 

At 18th level, your foxfire is now permanently ablaze and 
under the careful spell metamagic enhancement. Any 
creature or object you choose within 5 feet of your foxfire 
must make a Dexterity saving throw or is set aflame and 
takes 1d10 fire damage at the beginning of its turn. They 
cannot put themselves out with an action if they remain 
within or near your foxfire. 

If you cast this spell again this will cancel any active foxfire 
spell in play. 

At Higher Levels. When you attack with this spell you may 
use a 1st level spell slot or higher to increase the damage, the 
damage increases by 1d10 for each slot level used. 


At 12th level, you learn the following spell. This does not use 
your known spell count. 


FOXFIRE CLOAK 
5th-level illusion 


Casting Time: 1 action 

Range: self 

Components: Kitsune Fox-tail 
Duration: Concentration, up to 1 hour. 


You bathe yourself in foxfire. When you do this you are 
immune to fire damage and resistant to cold damage. Any 
melee attacks made to you returns 4d6 fire damage to the 
attacker. 


THE NINE- [AILS 


nine tailed kitsune is extremely rare, powerful 
and considered a true immortal fey creature. 
The kitsune is conscious when they gain their 
last tail The foxfire and illusions created by this 
event cover a much larger area, last a week and 
can even open temporary portals to the 
Feywilds. 

Once a kitsune becomes a nine-tails they rarely stay on the 
Material Plane. Most will retreat to the Feywilds to live a 
solitary life. The oldest nine-tails are on par with the Archfey. 
(Note: most kitsune warlock patrons are usually a blood 
relative.) Their ties to their clan usually recede and they only 
honor ties to blood at this point, though there are exceptions 
(usually shrine maidens and shinto priests). 

They are still humanoid but can transform into a huge nine- 
tailed fey fox at will and retain their senses and magic casting 
ability. Their illusions become semi-permanent true illusions 
and their foxfire can rival that of the oldest dragons. Their 
truesight is absolute. They can detect, see through and dispel 
any illusion magic. 


A NINE-TAILS LAIR 


A nine-tails lair can be set anywhere they fancy as they can 
use their illusions to create any place they choose. A 
mysterious mansion, castle, gigantic tree dwelling; it depends 
on how they are feeling when they set up house. Many nine- 
tails regularly change what their home looks like. The 
territory's appearance around them will change to suit their 
whims. It is all a true illusion and will stay as long as they are 
in the area. It will only fade with their death or long absence. 
The nine-tails enjoys wandering but will usually return to 
their home before it fades. 


REGIONAL EFFECTS 
Transformed by the nine-tails fey presence and illusions the 
region gains one or more of the following effects: 


e The region is blanketed by the nine-tails illusions. Its 
territory is considered within range of any of its illusion 
spells. It can sense when people interact with them. If the 
nine-tails concentrates it knows the relative position of all 
creatures in its territory. It can not tell the identity of the 
creature only its general size and location. 

e Enemies of the nine-tails will continually get lost, find 
themselves in difficult terrain and being led out of the 
region, even if they are walking in a straight line. Allies 
will be be able to find a well lit, safe path to the nine-tails 
home. For enemies of the nine-tails that are trying to get 
deeper into its territory roll a d6 with one of the following 
effects: (1-2) the creature perceives they are walking ina 
straight line but they walk in the direction that is the 
quickest way out of the territory; (3-4) the creature 
perceives they are walking in a straight line but they walk 
in a direct u-turn and come upon the area they just left; (5- 
6) the area in a 300 feet radius circle suddenly becomes 
difficult terrain to the creature. Creatures can make a 
Intelligence (Investigation) DC 20 check to detect the lair 
actions that are misdirecting them. 


e Continual minor illusions and tiny globes of foxfire 
continue to wink in and out of existence between 30 and 
60 feet of a creature. An enemy will find these illusions 
disturbing while an ally will find them mystical and 
welcoming. Neutral parties will find them a bit odd. 
Enemies that take a long rest within the nine-tails territory 
must make a DC 15 intelligence saving throw or gain one 
point of exhaustion. When allies take a long rest they lose 
two points of exhaustion. 

e A Nine-tails may be a solitary creatures but they still enjoy 
watching the antics of others getting caught up in their 
tricks. Creatures not directly opposed to their alignment 
who need a home are drawn to the nine-tails area. In 
exchange for living with the nine-tails antics they are 
protected while within the region. The prevalent illusions 
will subtly hide their presence. A creature who lives in the 
nine-tails territory may choose to go unseen and unheard 
to any visitors. Their homes blend seamlessly into the 
land. They gain +15 to any stealth checks they make. Their 
homes can only be found by visitors with a successful 
Intelligence (Investigation) DC 20 check. 


LAIR ACTIONS 

On initiative count 20 (losing initiative ties), the nine-tails 
takes a lair action to cause one of the following effects; the 
nine-tails can't use the same effect two rounds in a row: 


e The nine-tails creates a number of medium creatures 
outnumbering the creature 2 to 1. The illusions only need 
to be hit once to be dispelled but can attack using the nine- 
tails spell attack to hit. They do 2d6+4 of any physical 
damage that fits their form. The illusions can be directly 
controlled by the nine-tails or left with simple instructions. 
These illusions last until they are dismissed or if the nine- 
tails dies. 

e The area the party is standing on shifts and changes to a 
new area. Each creature must make a DC 15 Dexterity 
saving throw or be knocked prone. The nine-tails is 
nowhere to be seen in the new area. He can choose his 
location in the next area within a 30 ft radius and gains 
invisibility. 

e Blazing, fey starbursts litter the area within 120 ft of the 
nine-tails until they are dismissed, this lair action is taken 
again, or the nine-tails dies. Each creature must avert their 
gaze or make a DC 15 wisdom saving throw. If they fail 
they are blinded until their next turn. The starbursts are 
considered bright light. 


NINE- [AILS 


medium fey, chaotic 


Armor Class 18 
Hit Points 143(19d8+57) 
Speed 3 Oft. 


STR DEX CON INT WIS CHA 
14 (+2) 24 (+7) 16 (+3) 14 (42) 24 (+7) 30 (410) 
== = 
Saving Throws Dex +16, Wis +16, Cha +18 
Skills Insight +23, Perception +15, Stealth +15, 
Deception +18, Persuasion +18 
Condition Immunities Charm, Sleep, Frightened, Disease 
Senses Truesight 120 ft., passive Perception 25 
Languages Common, Sylvan, Elvish 
Challenge 25 (75,000 XP) 
EEE 
Legendary Resistance (3/Day) |f the nine-tails fails a 
saving throw, it can choose to succeed instead. 


Keen Senses. The nine-tails has advantage on Wisdom 
(perception) checks that rely on hearing. 


Superior Truesight. They have Truesight out to a 
distance of 120ft. They can see through all illusions, 
even ones protected from Truesight, and can choose to 
dispel them instantly without a DC check as a bonus 
action. 


Immortal Fey. The nine-tails is immortal. They cannot be 
aged. They heal double the hit dice on a short rest and 
a long rest only takes 4 hours. Over multiple long rests 
scars will fade, evidence of old wounds disappear and 
they can even replace lost body parts. 


Previous Life. The nine-tails spent over six hundred 
years perfecting their class abilities, they haven't 
forgotten anything. Create a level 18 class kitsune and 
add those actions, traits, skills and features to this NPC. 
If any stats are higher then above use those. 


Blurred. The essence of illusion clings to the nine-tails 
skin. The nine-tails is constantly under the effect of the 
spell blur. 


Magic Resistance. The nine-tails is an immortal, fey 
creature. They have advantage on saving throws against 
spells and other magical effects. 


Innate Spellcasting. The nine-tail's innate spellcasting 
ability is Charisma (spell save DC 26, +18 to hit with 
spell attacks). The nine-tails can innately cast the 
following spells, requiring no material components: 


At will: greater foxfire, improved minor illusion, 
disguise self, invisibility 


5/day each: foxfire cloak, major image, hypnotic 
pattern, phantasmal force, phantasmal killer, greater 
invisibility, hallucinatory terrain, mirror image, silence 
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3/day each: creation, mislead, mirage arcane 


1/day each: weird, plane shift (Feywilds and Material 
Plane only) 


True Illusion. The following spells from their innate 
spellcasting are considered permanent, physical 
illusions that do not need the nine-tails concentration 
to maintain. If they create a creature or humanoid they 
can control them directly, experience their senses at 
the cost of their own or leave them with simple 
instructions. They can cast them without substance if 
they so choose and dispel them whenever they wish: 
improved minor illusion, major image, mirror image, 
hallucinatory terrain, creation, mirage arcane 


Foxfire Savant. The greater foxfire a nine-tails can cast is 
legendary. Cast the cantrip as a 20th level sorcerer and 
double the damage, range, number of targets and flame 
volume of the spell. The nine-tails can only cast the 
spell with spell slots if they are of the sorcerer class 
from their previous life. The damage from higher level 
spell slots is not doubled only the damage of the 
cantrip. 


Change Shape. The nine-tails changes shape into a nine- 
tailed fey fox. The fox retains the fur and eye color of 
its true form. It has a choice of changing shape into 
smaller versions of this form. Its Str, Con, Dex, Hit Die, 
Hit Points and range changes accordingly. It's Int, Wis 
and Cha remains the same. Any equipment it is wearing 
or carrying is absorbed or borne by the new form (the 
nine-tails choice). If this form is at zero hit points they 
cannot use this ability. The nine-tails must complete a 
long rest to bring it back to full hit points in both 
forms. 


Feral Eruption. \f the nine-tails is brought to zero hit 
points and its fox form is above zero hit points the 
nine-tails will immediately change shape in an eruption 
of greater foxfire into its fox form. Each creature in a 
30-foot radius sphere centered on the nine-tails must 
make a DC 26 Dexterity saving throw. The sphere 
spreads around corners. A creature takes 20d6 fire 
damage on a failed save, or half as much damage ona 
successful one. 


Legendary Actions 


The nine-tails can take 3 legendary actions, choosing 
from the options below. Only one legendary action 
option can be used at a time and only at the end of 
another creature's turn. The nine-tails regains spent 
legendary actions at the start of its turn. 


Innate Spelicasting. The nine-tails can cast their At Will 
spells with 1 action, their 5/day with 2 actions, or their 
3/day with 3 actions. 


Change Shape. The nine-tails uses its change shape 
ability. 


NINE-TAILED FEY Fox 
Huge Fey, chaotic 


Armor Class 22 (Natural Armor) 
Hit Points 311(23d12+161) 
Speed 5 Oft. 


STR DEX CON INT WIS CHA 
24 (+7) 18 (+4) 24(4+7) 14 (42) 24 (47) 30 (+10) 
E 
Saving Throws Dex +12, Wis +16, Cha +18 
Skills Insight +23, Perception +15, Stealth +12, 
Deception +18, Persuasion +18 
Condition Immunities Charm, Sleep, Frightened, Disease 
Senses Truesight 120 ft., passive Perception 25 
Languages Common, Sylvan, Elvish, Canine 
Challenge 25 (75,000 XP) 
c | 
Legendary Resistance (3/Day) \f the nine-tails fails a 
saving throw, it can choose to succeed instead. 


Keen Senses. The nine-tails has advantage on Wisdom 
(perception) checks that rely on hearing or smell. 


Superior Truesight. They have Truesight out to a 
distance of 120ft. They can see through all illusions, 
even ones protected from Truesight, and can choose to 
dispel them instantly without a DC check as a bonus 
action. 


Immortal Fey. The nine-tails is immortal. They cannot be 
aged. They heal double the hit dice on a short rest and 
a long rest only takes 4 hours. Over multiple long rests 
scars will fade, evidence of old wounds disappears and 
they can even replace lost body parts. 


Previous Life. The nine-tails spent over half a century 
perfecting their class abilities, they haven't forgotten 
anything. Create a level 18 class kitsune and add those 
actions, traits, skills and features to this NPC if they 
would transfer during a shape change. 


Magic Resistance. The nine-tails is an immortal, fey 
creature. They have advantage on saving throws against 
spells and other magical effects. 


Innate Spelicasting. The nine-tail's innate spellcasting 
ability is Charisma (spell save DC 26, +18 to hit with 
spell attacks). The nine-tails can innately cast the 
following spells, requiring no material components: 


At will: greater foxfire, improved minor illusion, 
disguise self, invisibility 


5/day each: foxfire cloak, major image, hypnotic 
pattern, phantasmal force, phantasmal killer, greater 
invisibility, hallucinatory terrain, mirror image, silence 


3/day each: creation, mislead, mirage arcane 


1/day each: weird, plane shift (Feywilds and Material 
Plane only) 


True Illusion. The following spells from their innate 
spellcasting are considered permanent, physical 
illusions that do not need the nine-tails concentration 
to maintain. If they create a creature or humanoid they 
can control them directly, experience their senses at 
the cost of their own or leave them with simple 
instructions. 


They can cast them without substance if they so 
choose and dispel them whenever they wish: improved 
minor illusion, major image, mirror image, hallucinatory 
terrain, creation, mirage arcane 


Foxfire Savant. The greater foxfire a nine-tails can cast is 
legendary. Cast the cantrip as a 20th level sorcerer and 
double the damage, range, number of targets and flame 
volume of the spell. The nine-tails can only cast the 
spell with spell slots if they are of the sorcerer class 
from their previous life, the damage from higher level 
spell slots is not doubled only the damage of the 
cantrip. 


Change Shape. The nine-tails changes shape into its 
humanoid form. If the humanoid form is at zero hit 
points they cannot use this ability. The nine-tails must 
complete a long rest to bring it back to full hit points in 
both forms. 


Illusive Collapse. If the nine-tails fox form is brought to 
zero hit points and its humanoid form is above zero hit 
points the nine-tails will immediately change shape by 
fading away in a waft of illusion. The nine-tails 
humanoid form comes into being with invisibility 
anywhere in a 20 ft radius of its fox form. 


Pounce. |f the Fox moves at least 20 feet straight 
toward a creature and then hits it with a bite attack on 
the same turn, that target must succeed on a DC 24 
Strength saving throw or be knocked prone. If the 
target is prone, the Fox can make one extra bite attack 
against it as a bonus action. 


Actions 


Bite. Melee Weapon Attack +17 to hit, reach 10ft., one 
target. Hit: 21 (2d10+10) piercing damage. If the 
target is a creature, it must succeed on a DC 24 
Strength saving throw or be grappled. The nine-tails 
now has it in its jaws. It is the nine-tails choice to 
grapple the creature or not. 


Tails. Melee Weapon Attack +17 to hit, reach 20ft., one 
target. Hit: 19 (2d8+10) bludgeoning damage. The 
target must succeed on a DC 25 Strength saving throw 
or be knocked back 20 ft and become prone. 


Shake Prey. |f the nine-tails has a creature grappled of a 
size of medium or smaller it can take the creature in its 
jaws and vigorously shake it from side to side. The 
creature makes a DC 25 strength saving throw and 
takes 2d12 piercing and 2d12 bludgeoning damage on 
a failed save, or half as much on a successful one. 


Legendary Actions 


The nine-tails can take 3 legendary actions, choosing 
from the options below. Only one legendary action 
option can be used at a time and only at the end of 
another creature's turn. The nine-tails regains spent 
legendary actions at the start of its turn. 


Innate Spelicasting. The nine-tails can cast their At Will 
spells with 1 action, their 5/day with 2 actions, or their 
3/day with 3 actions. 


Change Shape. The nine-tails uses its Change Shape 
ability. 


Tails. The nine-tails makes a tail attack. 
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Fry Fox 


medium fey, chaotic 


Armor Class 13 (natural armor) 
Hit Points 11(2d8 + 2) 
Speed 40ft. 


STR DEX CON INT WIS CHA 
12 (+1) 17 (+3) 12 (+1) 8 (-1) 12 (+1) 17 (+3) 


Skills Insight +5, Perception +3, Stealth +5 
Condition Immunities Charm 

Senses Truesight 60 ft, passive Perception 13 
Languages Sylvan, Canine 

Challenge 1 (200 XP) 


Keen Hearing and Smell. The Fox has advantage on 
Wisdom (perception) checks that rely on hearing or 
smell. 


Innate Spelicasting. The Fox's innate spellcasting 
ability is Charisma (spell save DC 12). The Fox can 
innately cast the following spells, requiring no 
components: 


At will: foxfire, minor illusion, invisibility 


Pounce. |f the Fox moves at least 20 feet straight 
toward a creature and then hits it with a bite attack 
on the same turn, that target must succeed on a DC 
12 Strength saving throw or be knocked prone. If 
the target is prone, the Fox can make one extra bite 
attack against it as a bonus action. 


Actions 


Bite. Melee Weapon Attack +4 to hit, reach 5ft., one 


target. Hit: 7 (2d4+2) piercing damage. 


GREATER FEY Fox 


large fey, chaotic 


Armor Class 14 (natural armor) 
Hit Points 70(5d10+10) 
Speed 5 Oft. 


STR DEX CON INT WIS CHA 
16 (+3) 18 (+4) 14 (+2) 10 (+0) 14 (+2) 18 (+4) 


Skills Deception +9, Insight +9, Perception +5, 
Stealth +6 

Condition Immunities Charm 

Senses Truesight 60 ft, passive Perception 15 

Languages Common, Sylvan, Canine 

Challenge 5 (1,300 XP) 


Keen Hearing and Smell. The Fox has advantage on 
Wisdom (perception) checks that rely on hearing or 
smell. 


Innate Spellcasting. The Fox's innate spellcasting 
ability is Charisma (spell save DC 14). The Fox can 
innately cast the following spells, requiring no 
components: 


At will: foxfire, minor illusion, invisibility 


1/day each: major image, hypnotic pattern, 
phantasmal force 


Pounce. |f the Fox moves at least 20 feet straight 
toward a creature and then hits it with a bite attack 
on the same turn, that target must succeed on a DC 
14 Strength saving throw or be knocked prone. If 
the target is prone, the Fox can make one extra bite 
attack against it as a bonus action. 


Actions 
Bite. Melee Weapon Attack +6 to hit, reach 5ft., one 
target. Hit: 11 (2d6+4) piercing damage. 


Authors Note Scale up or down, and remove items as you 
like. I feel all these features are in line with the theme and 
spirit of the kitsune. I've tried to remove as much OPness as I 
can but I leave the rest to the DMs discretion. 
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